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PROGRAM PELATIHAN DESAIN GRAFIS SUBKEJURUAN 
TEKNOLOGI DAN KOMUNIKASI DI BALAI BESAR LATIHAN KERJA 
INDUSTRI SURAKARTA TAHUN 2016. Skripsi, Surakarta, : Fakultas 
Keguruan dan Ilmu Pendidikan Universitas Sebelas Maret Surakarta, 2017. 
 
Tujuan penelitian ini adalah untuk mengidentifikasi dan mendiskripsikan: 
(1) penerapan kurikulum dalam pembelajaran program pelatihan desain grafis di 
Balai Besar Latihan Kerja Industri Surakarta. (2) materi, metode, dan media yang 
disampaikan dalam proses pembelajaran peserta program pelatihan desain grafis 
di Balai Besar Latihan Kerja Industri Surakarta. (3) sistim evaluasi pembelajaran 
peserta pelatihan program desain grafis Balai Besar Latihan Kerja Industri 
Surakarta. (4) peran pembelajaran desain grafis dalam pembentukan kemandirian 
pada peserta pelatihan di Balai Besar Latihan Kerja Industri Surakarta. 
Penelitian ini menggunakan metode penelitian studi kasus (case studies). 
Pendekatan penelitian ini menggunakan pendekatan deskriptif kualitatif. Sumber 
data yang digunakan: informan, tempat dan peristiwa, dan dokumentasi dalam 
proses belajar mengajar. Teknik sampling yang digunakan adalah purposive 
sampling. Teknik pengumpulan data yang digunakan: observasi, wawancara, 
dokumentasi. Validitas data yang digunakan adalah triangulasi metode dan review 
informant. Analisis data yang digunakan adalah analisis model mengalir. 
Hasil penelitian ini adalah Kurikulum yang digunakan untuk pelatihan 
desain grafis di BBLKI Surakarta menggunakan kurikulum pelatihan berbasis 
kompetensi (PBK), penerapan kurikulum biasanya mengacu 30 berbanding 70, 30 
teori dan 70 praktek, dengan total waktu 280 jam pelajaran. Materi pelatihan 
disusun oleh instruktur dan dapat direvisi sewaktu-waktu jika diperlukan, metode 
pelatihan menggunakan metode ceramah dan demonstrasi karena dianggap paling 
efektif dengan waktu pelatihan yang relatif singkat, media pelatihan menggunakan 
media berbasis IT yakni menggunakan LCD proyektor dan komputer/laptop 
sebagai alat bantu. Melalui pelatihan desain garfis ini BBLKI Surakarta mampu 
mencetak calon tenaga kerja yang terampil sehingga mampu bersaing di lapangan 
kerja selain mencetak calon tenaga kerja lulusan pelatihan ini ada yang telah 
berwirausaha. 
 













Dwi Susanto. K3210020. A STUDY ON THE LEARNING PROCESS IN 
GRAPHIC DESIGN TRAINING PROGRAM IN TECHNOLOGY AND 
COMMUNICATION SUB-VOCATION IN SURAKARTA INDUSTRIAL 
WORK PRACTICE INSTITUTION IN 2016. Thesis, Surakarta: Teacher 
Training and Education Faculty of Surakarta Sebelas Maret  University, 2017.  
 
The objectives of research were to identify and to describe: (1) the 
application of curriculum in the learning of Graphic Design Training Program in 
Surakarta Industrial Work Practice Institution (BBLKI Surakarta), (2) material, 
method and media delivered in the learning process of Graphic Design Training 
Program participants in Surakarta Industrial Work Practice Institution, (3) 
learning evaluation system of Graphic Design Training Program participants in 
Surakarta Industrial Work Practice Institution, and (4) the role of graphic design 
learning in creating independency among the training participants in Surakarta 
Industrial Work Practice Institution. 
This study use case study research method. This study use descriptive 
qualitative approach. The data sources used were informant, place and event, and 
documentation in teaching-learning process. The sampling technique used was 
purposive sampling one. The techniques of collecting data used were observation, 
interview, and documentation. Data validation was carried out using method 
triangulation and review informant. Data analysis was conducted using an 
interactive model of analysis.  
The result of research showed that the curriculum used for graphic design 
training in BBLKI Surakarta using Competency-Based training curriculum. The 
application of curriculum usually refers to the ratio of 30:70, 30% of theory and 
70% of practice, with total 280 learning hours. The training material was 
organized by instructor and can be revised any time if necessary, the training 
methods used were lecturing and demonstration because they were considered as 
most effective in relatively short time, the training media used was based on IT, 
using LCD projector, and computer/laptop as the aid. Through this graphic 
design training, BBLKI Surakarta could create the prospect skillful workers 
thereby competitive in the job realm; in addition it also create the prospect 
entrepreneurs.   
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